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RESET FUNCTION 


YOU CAN RESET O.O.T. AT ANY TIME BY HOLDIN^^N TJE SELECT BUTTON, 
THEN PRESSING AND HOLDING THE START BUIl|©H)R 2%ftONDS. THIS WILL 



RETURN YOU TO THE GAME'S TITLE SCREEN. 


STARTI 


.L^ItNu’sCWfcNS ARE NAVIGATED BY USING THE Up AND DOWN DIRECTIONAL 
ni gN S A^IWhught options and using the O button to confirm. Press 
kjfjkrroN to return to the previous menu. 


TapWRMGHT IMTO THE GAME FROtimejKtAJN MEttltjffOol^NEW GAME'. 

Ais tAr«wu to the Character sJIect Menu. Use the L'I^Ad Right 
^IRECTIONAL BUTTONS TO CYCLE THROUGH THE 4 AVAILABLE CHARACTERS - PRESS 
‘The 12 OR R2 BUTTONS TO ROTATE THE CHARACTER. PRESS THE © BJIfTON WHEN 
THE ONE YOU WANT IS DISPLAYED. 


FljpOuCE YOU TO THE STORY, BL 


OVER, YOU'RE ON YOUR OWN... • , 



THE CREW 



AS YOUR CAPTAIN, LAMAT WILL BE 
CONCERNED FOR YOUR SAFETY AND ANXIOUS 

I THAT YOU ARE ABLE TO COMPLETE THE 
TASKS YOU HAVE BEEN ASKED TO CARRY 
out. He will remain with the 
NAUTIFLYUS TO ORGANIZE ITS REPAIR 
^ WHILE YOU EXPLORE THE TOWER IN 
SEARCH OF GAS TO REINFLATE THE 
U**- SHIP'S BALLOON. 



CORPORAL IKE HAWKINS 

32 YEARS OLD. 

6', l - , 198 LBS. 

Hawkins is known as a fine strategist, an 

EXCELLENT LEADER AND AN ACCURATE 
MARKSMAN, ALL QUALITIES CAPTAIN LAMAT 
VALUES IN HIS SECOND-IN-COMMAND. 

These skills have been noticed by 
the Captain for some time since 
they have fought side-by-side 

THROUGH SEVERAL PAST BATTLES. 
Unfortunately Lamat's steady 
DEMEANOR NEVER DID FULLY RUB OFF 
ON THE ROWDY CORPORAL. IT IS THIS 
UNRULY ATTITUDE THAT HAS RECENTLY LED 
Ike into an unfortunate incident with 
ANOTHER COMMANDING OFFICER. DUE TO 
WHAT THE MILITARY DEEMED A "DISGRACEFUL 
INCIDENT", IKE REMAINS IN JEOPARDY OF BEING 
THROWN OUT OF THE ARMY, AND FACES POSSIBLE 
INCARCERATION FOR HIS UNTIMELY DISSENSION. 
This mission may very well be his last 
CHANCE TO PROVE HIMSELF AND CLEAR HIS NAME. 
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HAD PREVIOUSLY DONE 
UNKNOWN AREAS WITH 
OR NO PROTECTION OR 
SUPPLIES, AND COME 
WITHOUT A SCRATCH 













MAXX HAVOK,CHIEF ENGINEER 


29 years old!" j . ; 

6'4", 247 LBS. : r ‘ ' 

As CHIEF ENGINEER OF TllE NaUTIFJ 
MAXxUkvOC FEELS THAT THE SHII 

him. He spent years 

DESIGNING THE SPECIAL ENGINES, 
CORRECTING EVERY FAULT UNTIL IT WAS 


mFurjuL 

„,pi 


REACTING TO [ 

FORCE BEFORE USING 



SOLAAR, THE ARCHBISHOP 

41 YEARS OLD. 

5' 9", 159 LBS. 

SOLAAR IS ONE OF THE MAGI OF 
Tonantzin,the SIX PEARL KEEPERS WHO 
TRADITIONALLY PROTECT THE GREEN 
PEARL AND ITS POWER. HE WAS GIVEN THE 
TASK OF ACCOMPANYING THE PEARL AND 
THE NAUTIFLYUS ON THE JOURNEY TO STOP 
CALLl'S DEADLY EPIDEMIC - IT WAS 
THOUGHT THAT HIS POWERFUL SPIRIT 
ABILITY AND CONTROL OF MAGIC WOULD 
PROVE INVALUABLE, ALTHOUGH THERE ARE 
THOSE WHO QUESTION THE MAGl'S 
INTENTIONS. AFTER ALL, THERE ARE 
RUMORS THAT A DARK PEARL EXISTS 
CONTAINING EVIL POWERS, THE OPPOSITE 
OF THE BENEFICIAL PROPERTIES HELD 
WITHIN THE GREEN PEARL. THE MaGI 
SEEM TO WALK BETWEEN THE WORLDS OF 
GOOD AND EVIL - THE TINY ANIMALS THEY 
CARRY ON THEIR SHOULDERS ARE SAID TO 
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ENERGY 

This gauge represents your character's physical health. When the 
GAUGE IS EMPTY, YOU WILL OIE. REMEMBER THAT ENERGY POWER UPS CAN BE 
COLLECTED AND USED TO REVIVE ENERGY WHEN IT'S RUNNING LOW. 

THROW WEAPON 

Your character is equipped with throw weapons which can be used by 
PRESSING THE © BUTTON. THE NUMBER BY THIS ICON SHOWS HOW MANY OF THE 
CURRENTLY SELECTED THROW WEAPONS YOU HAVE AVAILABLE. WHEN YOU HAVE 
MORE THAN ONE TYPE OF THROW WEAPON AVAILABLE, YOU CAN SELECT OTHER 
ONES FROM THE INVENTORY. 

MANA 

Mana is your character's PSYCHIC ENERGY - 1TWILL BE depleted each time 
YOU CAST A SPELL. REMEMBER THAT MANA CAN BE BOOSTED BY COLLECTING AND 
USING MANA PEARLS WHICH ARE HIDDEN THROUGHOUT THE TOWER. YOU WON'T BE 



ABLE TO CAST SPELLS IF YOUR MANA IS TOO kOW, 

CURRENT AMMUNITION TYffi « 

Your gu^js capabbg.of FiRnWpoiBlftHiT Types of ammunition. T^H^are 
Lignj^bLue), Fir&jI yellow), Hfcie/dJW, anO Fusion (grey). WhiciAr type 
OF AMMUNITION IS CURRENTLY SELECTED, Vlftj CAN FIRE IT BYTRESSING THfi® 
BUTTON. JF YOU HAVE MORE THAN ONE TYPE OF AMMUNIT10*f j,VAI«BLE, CYCLE 
THROUGH Them by pressing the R1 button - you caR also select your 
CHARACTER'S PUNCH/KICK USING THIS BUTTON. IF YOU RUN OUT-OF.YOUR CURRENT 
AMMUNITION BUT YOU HAVE THE SAME AMMUNITION AVAILABLE IN YOUR INVENTORY, 
YOUR CHARACTER WILL AUTOMATICALLY RELS*DT4fc WEAPON FROM THE INVENTORY. IF 
THERE IS NO SUCH AMMUNITION IN THE INVENTQHVTiTe PUNCH/KICK WILL BE SELECTED 
AUTOMATICALLY. . -t 1 


NOTE: Each ammunition t^e has up to 9 power levels, though the default! 
AND MAXIMUM LEVELS DEPEND ON YOUR CHARACTER. AMMUNITION POWER UPS CAN E 
COLLECTED AND STORED IN THE INVENTORY - IF YOU HAVE’sUFFICIENT VVEAPON 
Control ability you can 'use' the power up from the inventory to access a 
HIGHER POWER LEVEL. (SEE 'SHIFT STATS' FOR MORE INFORMATION.) 


AMMUNITION GAUGE 

This gauge shows how much of your selected ammunition you have left. 


THE INVENTORY SCREEN 


Press the SELECT button while e 
IN-GAME TO BRING UP THE INVENTORY 
Screen. Press the SEI^CT 
BUTTON AGAIN TOKETURLllfi THE 










SPELL MODE 



While on the Inventory Screen, press the LI button to reach Spell Mode. 
Press the LI button again to return to the Inventory Screen, or press the 


ASSIGNED SPELLS 

The 4 discs correspond to the 4 symbol buttons on the Controller ( ©, ®, 

®, ®). Once you have assigned a spell to one of the Controller buttons, its 
ICON WILL APPEAR WITHIN THE APPROPRIATE DISC. THIS BUTTON WILL THEN BE USED 
WHEN YOU WANT TO CAST A SPELL (SEE THE SECTION HEADED 'LEARNING And CASTING 
Spells' for more information). 


ENERGY 

This is your life energy gauge as seen on the normal game screen. 
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MANA 

This is your 


GAUGE AS 


NORMAL GAME SCREEN. 





SPELLS AVAILABLE 

You ARE ABLE TO PICK UP SPELLS JUST LIKE OTHER OBJECTS AS YOU EXPLORE THE 
TOWER - THEY ARE FOUND IN THE FORM OF CRYSTALS. ONCE PICKED UP, THEY WILL 
APPEAR IN THE INVENTORY ON THE INVENTORY SCREEN. IF YOU THEN DECIDE TO 
LEARN A SPELL, AND IF YOU HAVE ENOUGH SPIRIT ABILITY, IT WILL APPEAR HERE ON 
the Spell Screen. You should reao the section 'Learning And Casting 
Spells' for more information. 


SHIFT STATS 

Press the R2 button while on the Inventory Screen to activate the Shift 
Stats box. Press the R2 sutton again to return to the Inventory Screen. 



ammunition power level 


ARMOR 

Determines how much life energy you lose when you take shots or hurt 
yourself in some other way. 
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WEAPON 

Determines your ability to control'wEa^s. Thi; 
POWER UPS ASjlity. AS YOUR JfcC^C YAND I^IClENi 

»'W- r " • 

DETERMJNEiS YOUR ABILITY TO CONTROCWAGIC. TH 
EASIER It WILL BE FOR YOU TO LEARN AND CAST SI 


ABILITY to control’wE^Dns. This affects your use of weapon ' 
lasyour j£C^ac yanP 4{ficiency When shooting as^enemies. . 

y- , 4 J 

! ABILITY TO CONTROITMAGIC.ThE MORI) SPIRIT YOyJPSVE, THE 


EXPERIENCE v. 

As YOU EXPLORE THE TOWER, SOLVE PUZZL&*AN*<|JGHT ENEMIES, YO|| WILL GAIN 
EXPERIENCE. USING THE SHIP* STATS BOX, YOI^CAn REDISTRIBUTE THIS EXPERIENCE TO. 
YOUR ARMOR, WEAPON AND SPIRIT ABILITIES. USE THE LEFT AND RIGHT DIRECTIONAL 
BUTTONS TO CYCLE THOUGH 3 ABILITIES UNTIL THE ONE YOU WANT TO CHANGE Ittfl 
HIGHLIGHTED, THEN USE THE j/f AND DOWN DIRECTIONAL BUTTONS TO REDISTRIBUT^jT 
EXPERIENCE TO YOUR CHOSEN ^BILITY. YOU SHOULD REMEMBER THAT MAXIMUM ABILITY 
LEVELS DIFFER FOR EiQH CHARACTER - FOR EXAMPLE, MUSCLE-BOUND MAXX HAVOK ti 
WILL NEVER BE A DECENT MAGICIAN. THE MAXIMUM ABILITY LEVEL IS MARKED BY A 
RED LINE WITHIN THE ABILITY GAUGE. I 

LIGHT AMMO, FIRE AMMO, IONIC AMMO. FUSION AMMO 

The 4 gabies show how much of each ammunition type you have available. At ^ 
THE END OF EACH GAUGE IS THE POWER LEVEL INDICATOR. THERE ARE UP TO 9 POWER f 
LEVELS PER AMMUNITION TYPE, BUT THE MAXIMUM AND DEFAULT POWER LEVELS DIFFER 
FOR EACH CHARACTER. INCREASE THE POWER LEVELS BY FINDING AMMUNITION POWER- 
UPS-THERE ARE DIFFERENT ONES FOR EACH AMMO TYPE. THEY ARE PICKED 



CHARACTER SKILLS 


RUNNING 

Press the Up Directional button to run for^os. 
Directional buttons to change direction. . 


JUMP - YOUR CHARACTER WILL CATCH THE BAR AND JUMP AGAIN. 


CLIMBING 

If you're standing next to a suitable wall or object, press the • button 


YOUR CHARACTER CAN HANG FROM THE EDGE BUT CAN'T CLIMB RIGHT UP IN ONE GO. 

If this happens, press the Up Directional button to climb up onto the top of 
the wall. Alternatively press the Left or Right Directional buttons to 
MOVE LEFT OR RIGHt AS YOU HANG. PRESS THE DOWN DlRgfcTIONAL BUTTON TO DROP 










SIDE STEP 

Press the R2 button plus the Left or Right Directional button to side step 

LEFT OR RIGHT. 

CROUCHING 

Press the ® button while standing still to crouch down. 

CRAWL 

TO CRAWL FORWARDS, PRESS THE Up DIRECTIONAL BUTTON, THE ® BUTTON AND THE 
R2 BUTTON TOGETHER. 

ROLLING 

Press the ® button in conjunction with one of the Directional buttons to 
ROLL IN THE APPROPRIATE DIRECTION. 

CLIMBING DOWN LADDERS OR HANGING 

Sometimes you will need to climb down a ladder to reach an otherwise 
inaccessible area. To do this, walk to the top of the udder. Press the Down 
Directional button together with the ® button to climb down. Once you're 
ON THE LADDER, YOU CAN PRESS THE Up DIRECTIONAL BUTTON TOGETHER WITH THE 
® BUTTON TO CLIMB UP. THIS METHOO CAN ALSO BE USED TO HANG FROM LEDGES 
WHERE THERE IS NO UDDER. 

AIMING YOUR GUN 

TO AIM YOUR GUN, HOLD DOWN THE L2 BUTTON, THEN USE THE DIRECTIONAL BUTTONS 
TO MOVE YOUR CHARACTER'S ARM. KEEP THE L2 BUTTON HELD AS YOU FIRE THE 
WEAPON. 
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USING OBJECTS 

When you come across an item you want to use, such as a lever which looks 
AS IF IT MIGHT FUNCTION, STAND IN FRONT OF IT AND PRESS THE ® BUTTON. OTHER 
OBJECTS MAY NEED TO BE PICKED UP AND SELECTED FROM THE INVENTORY IN ORDER 
TO USE THEM. 


LEARNING AND CASTING SPELLS 

LEARNING SPELLS 

Spells are collected as you explore the tower - they are found in the form 
of crystals. They represent the 4 elements - there are Earth crystals, 

Air crystals, Fire crystals, and Water crystals. Each element consists of 
4 individual spells, though you won't know which specific spell your 
crystal represents until you learn the spell. 

Once picked up, crystals appear in the inventory on the Inventory Screen. 
When you decide to learn a spell, use the Left and Right Directional 
buttons while on the Inventory Screen to highlight the crystal, then 
PRESS THE © BUTTON TO CONFIRM. If YOU HAVE ENOUGH SPIRIT ABILITY, THE 
CRYSTAL WILL DISAPPEAR FROM THE INVENTORY AND APPEAR AS A SPELL ICON ON 
the Spell Screen. 

If it is the first spell of a specific type you have learned, the icon will be 
marked with a single star. This indicates the lowest spell power level. If 
you subsequently learn spells of the same type, another star will be 







































Previously saved O.D.T. games, if any are detected, will be displayed along 
WITH THE OPTION 'NEW GAME'. USE THE UP AND DOWN DIRECTIONAL BUTTONS TO 
HIGHLIGHT THE SAVED GAME YOU WISH TO OVERWRITE, OR 'NEW GAME' IF YOU DO 
NOT WISH TO OVERWRITE PREVIOUS GAMES. PRESS THE © BUTTON TO CONFIRM. 

Once the game is saved, you can continue exploring the tower. 

LOADING A GAME 

Previously saved games can be loaded by choosing 'LOAD GAME' from the 
Main Menu. This takes you to the Load Game screen. 

Use the Up and Down Directional buttons to highlight either 'MEMORY 
CARD SLOT 1' or 'MEMORY CARD SLOT 2', then press the © button to 
CONFIRM. A LIST OF PREVIOUSLY SAVED O.D.T. GAMES, IF ANY, WILL APPEAR ON THE 
LEFT OF THE SCREEN. USE THE UP AND DOWN DIRECTIONAL BUTTONS TO HIGHLIGHT 
YOUR CHOSEN GAME, THEN PRESS THE © BUTTON TO CONFIRM. 

YOU CAN ALSO LOAD A GAME WHILE IN-GAME BY PRESSING THE START BUTTON TO 
PAUSE AND SELECTING ’LOAD GAME' FROM THE PAUSE SCREEN.THIS WILL TAKE YOU 
to the Load Game screen which is used as described above. 


OPTIONS 

Choose 'OPTIONS' from the Main Menu if you want to alter some of O.D.T.'s 
settings.The Options Menu will give you the following choices: 



AUDIO SETUP 

Go to the Audio Setup Menu where you can adjust 
'SOUND FX','CD AMBIENCE' and the '3D SOUND' type 
BY USING THE LEFT AND RIGHT DIRECTIONAL BUTTONS. 

GAME SETUP 

Go to the Game Setup Menu where you can alter the’DIFFICULTY', turn 
'MOVIES' ON OR OFF AND 'CENTER SCREEN' ON YOUR TV - SEE SECTION HEADED 
'CENTER SCREEN' for more information. 

CONTROLLER SETUP 

Go to the Controller Setup screen which allows you to cycle through 4 
DIFFERENT CONTROLLER CONFIGURATIONS USING THE LEFT AND RIGHT DIRECTIONAL 
BUTTONS. 


CENTER SCREEN / ADJUST TV SCREEN BRIGHTNESS 

Select'GAME SETUP'from the-OPTIONS MENU'then select-CENTER SCREEN'. 

Center the screen using the Directional buttons, then press the © button 
when it is set correctly. 

You CAN ALSO USE THIS SCREEN TO HELP SET YOUR TV TO THE OPTIMUM BRIGHTNESS FOR 
playing O.D.T. While on this screen, adjust the brightness according to the 
INSTRUCTIONS SUPPLIED WITH YOUR TV SYSTEM - IT IS SET TO ITS OPTIMUM LEVEL WHEN 
ALL THE COLORS ABOVE THE BOTTOM WHITE LINE ARE VISIBLE, BUT THE COLORS BELOW THE 
LINE HAVE TURNED BLACK. 


BONUSES 

The different bonuses are hidden throughout the tower - pick them up by 

WALKING THROUGH THEM. THIS ADDS THEM TO 
YOUR INVENTORY. 


H ufe energy: Revive your life energy when it's running low. 

mana: Give a boost to your mana level - you won't be able to 

CAST SPELLS IF IT IS TOO LOW. 


AIR SPELL (SILVER): IF YOU HAVE ENOUGH SPIRIT ABILITY, THIS 
CRYSTAL WILL ALLOW YOU TO CAST AlR SPELLS (EG. TWISTER.) 
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WATER SPELL (BLUE): If YOU HAVE ENOUGH SPIRIT ABILITY, THIS 
CRYSTAL WILL ALLOW YOU TO CAST WATER SPELLS (EG: FREEZE) 



GRENADE : A THROW WEAPON WHICH CAN KILL SEVERAL ENEMIES 
AT THE SAME TIME. 


MINE: THIS THROW WEAPON IS A POWERFUL TIME BOMB. 
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WEAPON CONTROL UPGRADE: IMPROVES YOUR ABILITY TO 
CONTROL WEAPONS. 

ARMOR UPGRADE: IMPROVES YOUR BODY'S RESISTANCE TO DAMAGE. 
SPIRIT UPGRADE: IMPROVES YOUR ABILITY TO CAST SPELLS. 

blue ammo: Ammunition refill for the Light weapon. 

YELLOW AMMO : AMMUNITION REFILL FOR THE FlRE WEAPON. 
GREEN AMMO: AMMUNITION REFILL FOR THE IONIC WEAPON. 

GREY AMMO: AMMUNITION REFILL FOR THE FUSION WEAPON. 


BLUE POWER UP: INCREASES THE LIGHT WEAPON'S POWER LEVEL. 
YELLOW POWER UP: INCREASES THE FlRE WEAPON'S POWER LEVEL. 
GREEN POWER UP: INCREASES THE IONIC WEAPON'S POWER LEVEL. 
GREY POWER UP: INCREASES THE FUSION WEAPON'S POWER LEVEL. 


EXTRA LIFE : GIVES YOU AN ADDITIONAL LIFE. 


antidote: Stops the poison from spreading when you are 

STUNG BY SPIDERS OR HIT BY POISONED ARROWS. 



